Revisions - 5/24/16 


e Change the Healing Hand property of the Livet Rune to the following: 


When you touch a creature in your reach as a bonus action and expend a spell slot that 
creature regains 2d4 hit points per level of the spell slot you expended. 


e Add the Shroud of the Lyntorden Rune: 


Shroud of the Lyntorden Rune 


Master rune, rare (requires attunement) 
Description of the rune here 


Weatherwise (Simple Property). When you are under the open sky you can use an action to 
trace the /yntorden rune in the air. You learn what the weather will be like at this location for the 
next 24 hours. 


Name (Simple Property). As an action, 


Storm’s Blessing (Simple Property). As an action, you scribe the /yntorden rune onto your 
own brow and gain resistance your choice of lightning or thunder damage. This effect ends 
when you use this property again or your attunement to this rune ends. 


Squall Bolt (Complex Property). As an action, you scribe this rune using soft metal onto a 
creature within your reach as you expend a spell slot. The rune quickly sparks and flashes, and 
the creature must make a Constitution saving throw (DC 12 + the level of the expended spell 
slot). On a failure, the creature takes 2d6 lightning damage plus 1d6 lightning damage per level 
of the expended spell slot and must repeat the saving throw at the start of its turn. If it fails that 
saving throw, it takes 2d4 thunder damage plus 1d4 thunder damage per level of the expended 
spell slot. On a successful saving throw, the creature takes half as much lightning damage and 
does not need to make a saving throw to resist thunder damage at the start of its turn. 


Storm Brand (Complex Property). Over the course of a short rest, you inscribe this rune using 
soft metal on a weapon that deals piercing or bludgeoning damage. The weapon gains a ghostly 
white aura of flickering lightning and deals lightning damage rather than piercing damage or 
thunder damage rather than bludgeoning damage. 


In addition, you can expend a spell slot while using this property to grant the weapon a bonus to 
attack rolls and damage rolls equal to the spell slot’s level divided by three. 


These effects last for 24 hours or until you use this property again. 


Tempest Tamer (Complex Property). While you are attuned to this rune, you can cast call 
lightning as an action. You regain this ability after a short or long rest. 


e New art ideas: 


Crystal of the Sinn Rune: htto://i.stack.imgur.com/ylUic.png 
Another CotSR option: htto://yakimura-art.deviantart.com/art/Magic-Stone-animation-558193721 


Rune of Order? https://www.artstation.com/artwork/xYEq1 


Seed of the Livet Rune 
Master rune, rare (requires attunement) 


A hard brown shell nearly completely covers the vibrant green seed underneath which is slightly 
larger than a human fist. The /ivet rune - the rune of life - can be seen in the grain of the wooden 
shell. When the seed is touched you feel a brief rush of adrenaline and intoxication. This feeling 
passes after a moment. 


Life Finds a Way (Simple Property). While you are attuned to this rune you gain advantage on 
death saving throws. As a bonus action you can touch a creature with 0 hit points to stabilize 
them. 


Green Growth (Simple Property). While you are attuned to this rune whenever you take a long 
rest the area surrounding you is affected by the 8 hour version of the plant growth spell. 


Natural Resilience (Simple Property). While you are attuned to this rune, you have resistance 
to poison damage and advantage on saving throws against poison. 


Entangling Bolt (Complex Property). As an action, you scribe this run using tree sap or plant 
matter onto a creature within your reach as you expend a spell slot. The rune quickly covers 
itself in vines, and the creature must make a Constitution saving throw (DC 12 + the level of the 
expended spell slot). On a failure, the creature takes 2d8 poison damage plus 1d8 poison 


damage per level of the expended spell slot, and it is restrained until the end of your next turn. 
On a successful saving throw, the creature takes half as much damage and is not restrained. 


Healing Hand (Complex Property). When you touch a creature in your reach as a bonus 
action and expend a spell slot you cast the spell cure wounds. 


Poison Brand (Complex Property). Over the course of a short rest, you inscribe this rune 
using plant matter onto a melee or ranged weapon. The weapon gains a ghostly green aura and 
deals poison damage rather than piercing, slashing, or bludgeoning damage. 


In addition, you can expend a spell slot while using this property to grant the weapon a bonus to 
attack rolls and damage rolls equal to the spell slot’s level divided by three. 


These effects last for 24 hours or until you use this property again. 


Remnant of the Dad Rune 
Master rune, rare (requires attunement) 


This broken slab of obsidian stone is roughly the size of a large tome. The dgd rune - the rune 
of death - appears as a faint slickness on the surface of the stone. When first grasped a chill 
sense of finality washes over you, only to pass in a moment. 


Death’s Sight (Simple Property). You can scribe the dgd rune in the air around you as a 
bonus action. When you do you know the current remaining hit points of all creatures you can 
see. 


Final Rites (Simple Property). You can use a bonus action to recite a final rite over the dead 
body of a once living creature who is not currently undead. That creature cannot become 
undead. 


Tomb’s Endurance (Simple Property). While you are attuned to this rune, you have resistance 
to necrotic damage. 


Dead Tongues (Complex Property). While you are attuned to this rune, you can cast speak 
with dead as a bonus action. You regain this ability after a short or long rest. 


Deathly Brand (Complex Property). Over the course of a short rest, you inscribe this rune 
using ashes of the dead or blood onto a melee or ranged weapon. The weapon gains a ghostly 
black aura and deals necrotic damage rather than piercing, slashing, or bludgeoning damage. 


In addition, you can expend a spell slot while using this property to grant the weapon a bonus to 
attack rolls and damage rolls equal to the spell slot’s level divided by three. 


These effects last for 24 hours or until you use this property again. 


Graven Bolt (Complex Property). As an action, you scribe this run using gore or remains of a 
once living creature onto a creature within your reach as you expend a spell slot. The rune 
quickly begins to bleed, and the creature must make a Constitution saving throw (DC 12 + the 
level of the expended spell slot). On a failure, the creature takes 2d8 necrotic damage plus 1d8 
necrotic damage per level of the expended spell slot, and it takes an additional 1d4 necrotic 
damage each time it is hit by a melee or spell attack until the end of your next turn. Ona 
successful saving throw, the creature takes half as much damage and is not cursed. 


Crystal of the Sinn Rune 


Master rune, rare (requires attunement) 


This violet crystal geode is the size of a small human skull. The sinn rune - the rune of mind - 
appears within it although its exact appearance seems different from viewer to viewer. When 
first touched you feel an overwhelming sense of clarity of mind and improved reasoning abilities. 
This sensation passes after a moment. 


Ego Defense (Simple Property). While you are attuned to this rune, you have resistance to 
psychic damage. 


Metacommunication Amplification (Simple Property). While you are attuned to this rune, you 
can speak telepathically with any creature you share a language with that you can see. Any 
creature you speak to in this way can also communicate telepathically with you until you choose 
to end their ability to do so or they cannot see you. 


Mind Hand Manipulation (Simple Property). While you are attuned to this rune, you can cast 
the cantrip mage hand at will. 


Mind Crush (Complex Property). As an action, you scribe this rune into the air between you 
and a chosen creature as you expend a spell slot. The rune quickly begins to illuminate the air 


around it , and the creature must make an Intelligence saving throw (DC 12 + the level of the 
expended spell slot). On a failure, the creature takes 2d8 psychic damage plus 1d8 psychic 
damage per level of the expended spell slot and suffers a psychic hold for 1 minute. On a 
successful initial saving throw, the creature takes half damage and does not suffer the psychic 
hold. If a creature suffers psychic hold, while you maintain concentration on the effect you can 
use a bonus action on subsequent turns to deal 2d8 psychic damage to the creature. At the end 
of each of the creature’s turns it can make another Intelligence saving throw to end the psychic 
hold. 


Psionic Brand (Complex Property). Over the course of a short rest, you inscribe this rune by 
tracing your finger without leaving a mark onto a melee or ranged weapon. The weapon gains a 
ghostly purple aura and deals psychic damage rather than piercing, slashing, or bludgeoning 
damage. 


In addition, you can expend a spell slot while using this property to grant the weapon a bonus to 
attack rolls and damage rolls equal to the spell slot’s level divided by three. 


These effects last for 24 hours or until you use this property again. 
Towering Ego Defense (Complex Property). As a bonus action, you can choose up to 5 


creatures you can see. While you maintain concentration on this property those creatures gain 
resistance to psychic damage. 


